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Abstract:  
 
Education is understood to be a factor that determines both the progress and the regression 
of the members that make up a community. Today's society is characterized by a continuous 
economic, social and technological evolution in order to adapt to new times. In this connection, 
it could be said that the development of new technologies has allowed applying and developing 
new methods and systems in a better way within the educational field. The aim of this project 
is to analyse one of the most recent methods that are applied into the educational area, such as 
the Flipped Classroom or Inverted Classroom, and how throughout it the traditional teaching 
structure has been modified.  
 
Keywords: Flipped Classroom, inverted classroom, educational innovation, ITCs, evolution, 
methodology, video, tools.  
 
Resumen:  
 
La educación está catalogada como un factor que determina tanto el progreso como el 
retroceso de los miembros que componen la comunidad. La sociedad actual se caracteriza por 
presentar una evolución económica, social y tecnológica constante con tal de adaptarse a los 
tiempos modernos. En relación a esto, se podría decir que el desarrollo de las nuevas tecnologías 
ha permitido una mayor aplicación y desarrollo de nuevos métodos y sistemas en el ámbito 
educativo. Con este trabajo se pretende analizar uno de los métodos más recientes aplicados al 
área educativa como es el de Flipped Classroom o “Aula Invertida” y cómo a través de ello se 
pretende modificar el modelo de enseñanza tradicional.  
 
Palabras clave: Flipped Classroom, aula invertida, innovación educativa, TICs, evolución, 
metodología, video, herramientas.   
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1. INTRODUCTION 
 
The way in which the educational system has profoundly changed its learning method calls 
my attention because of my own experience based on the traditional system. Ten years ago, 
there were no computers nor technological devices in classrooms, which seems to be 
unconceivable nowadays due to the huge amount of laptops, mobiles and tablets that are seen 
when someone attends a school lesson. When I arrived at university, I could see how 
technologies had developed in a wider way: today lecturers use presentations and interactive 
applications to carry out their lessons and to give students a better understanding. In some cases, 
they even assess students throughout Internet tests.  
 
Having said that, we need to take into account how new technologies have been introduced 
in different spheres of our daily life and how the 21st century technological revolution has 
influenced our society. The fact that Information technologies (ICTs) appeared around twenty 
years ago allowed us to evolve in most aspects in life, for example, the educative field, among 
others.  
 
The traditional educational system has changed radically. Zainuddin and Halili (2016:314) 
assume with Staker and Horn (2012) that “traditional classroom activities such as lectures, labs, 
homework, and exams can be moved to the Web 2.0 technology and students can study 
everywhere outside the classroom”. The most worrisome aspect is that learning is portrayed as 
being in a progressive decadence. As Zainuddin and Halili (2016:3014) agrees with Wang & 
Heffernan (2010), lecturers are not the central axis in the learning process any longer, nor is the 
traditional learning approach relevant in today’s digital age. 
 
The incorporation of technologies in the educational field encourages students to do an 
autonomous work developing, in a higher level, their self-educated abilities. Zainuddin and 
Halili (2016:314) assumes with Halili, Razak, and Zainuddin (2014) that “[T]he use of Web 2.0 
technology in education can build professional relationships through collaborating, coaching, 
and mentoring for social interactions in sharing ideas.” 
 
In fact, new technologies do not only reflect a change within the educative approach but a 
change in teacher-student’s relationship and the way in which students interact themselves.   
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2. THEORETICAL FRAMEWORK: THE FLIPPED CLASSROOM 
 
2.1.  DEFINITION 
 
Nowadays, when a child goes back home after school, parents usually see their children 
watching videos instead of doing homework. If you ask any of them what they are doing, they 
will answer that they are just studying.  
 
One of the possible explanations could be that they are just following the Flipped 
Classroom method, a new technique that has been implanted in many schools in order to 
incorporate new technologies in the teaching process. Wallace (2014:294) states that “[T]he 
flipped classroom inverts the traditional model of teaching which has been to assign homework 
and revision out of school hours outside school, with class time being used for didactic 
instruction and assessments.” 
 
Thus, the flipped classroom could be understood just as the opposite to the common system 
people have been following for decades in a way in which the direct instruction is 
complemented with constructivist methods. As Lowell Bishop and Verleger (2013:9) point out, 
“the flipped classroom is made up of two components: one component that requires human 
interaction (in-class activities), and a second component that is automated through the use of 
computer technologies such as video lectures (outside activities).”  
 
Gough, DeJong, Grundmeyer and Baron (2017:391) highlight Pierce and Fox’s opinion 
(2012) when considering that the flipped classroom method makes students not present a 
passive behaviour when they are attending classes. This method allows instructors to engage 
students to think in a higher way as in-class time is regarded as being more beneficial and active.  
 
Following the way in which classrooms are considered to be inverted, the time students 
spend during the school hours is dedicated to asking questions to the teacher about something 
they did not understand when they previously watched the video. The time at home is reduced 
only to watching videos. This is why the system is considered to be inverted: the student takes 
up the teacher’s role on their own.  
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2.2.  EMERGENCE 
In 2000, Lage, Platt and Treglia adopted the “The Inverted Classroom” term when applying 
the methodology to an economy class. However, the method was not popularised until 2007 by 
Jonathan Bergman and Aaron Sams, two chemistry professors of Woodland Park High School 
in Colorado (EEUU). 
As Tucker highlights (2012:82), Bergman and Sams started recording their lessons in video 
recordings in order to offer explanations to those students who could not attend their classes. 
They thought that, in that way, all the students would have the opportunity of having the lessons 
available. Both attending and non-attending students would have the opportunity to access to 
the explanations, even if they are virtual. The most remarkable point to consider is that the class 
would continue its rhythm without going backwards, letting all the students be informed of all 
the lessons’ subjects.  
As a result, the American teachers bought a software that allowed them to record 
PowerPoint presentations. By using this software, the professors published a huge amount of 
videos on the Internet, the ones which were quickly visualized by a great number of people.  
For both teachers’ surprise, their videos were becoming viral and not only non-attending 
students were beneficiating of them but many students of other high schools and universities. 
Tucker (2012:82) says that “[A]bsent students appreciated the opportunity to see what they 
missed. But, surprisingly, so did students who hadn’t missed class. They, too, used the online 
material, mostly to review and reinforce classroom lessons.” 
An important element that originated the extreme dissemination of the videos was the 
emerge of the well-known web page “YouTube”. The web site flourished in 2005 and thanks 
to its appearance people could access the videos from all parts of the world any time. As 
Bergmann and Sams recall (2012:3), “[Y]ouTube was just getting started and the world of 
online video was just in its infancy.”  
Just afterwards, they thought that students should watch their videos as homework instead 
of explaining the lessons in classroom and reducing the videos only for non-attending students. 
Instead of trying to make exercises based on in-class explanations in their houses, students 
should watch the video lessons in home and the next day, they would ask the teacher to help 
them resolve all the doubts and concepts they did not fully understand.  
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By this way, it emerged what is known nowadays as inverted classroom or Flipped 
Classroom, a model that Green, Banas and Perkins (2017:3) sustain according to Tucker (2012) 
that “does not comprise a single model, but rather a core idea to flip the lecture-based 
classroom instruction and utilize prerecorded videos and reading assignments in advance of 
class.”  
According to Bergmann and Sams (2012:4) “[T]he time when students really need me 
physically present is when they get stuck and need my individual help. They don't need me 
there in the room with them to yak at them and give them content; they can receive content on 
their own”.  
Due to the great acceptance their virtual lessons and explanations had, the American 
professors started going to conferences in order to transmit their knowledge and experiences 
and to form in that way many other teachers of different educative centres and even universities.  
It is important to highlight the influence of Kahn Salman (an American mathematician and 
engineer) had as one of the collaborators of the new classroom method. In 2004, Khan offered 
to his cousin personal classes throughout videos. It not only allowed him to suppress the parts 
of the lessons his cousin already dominated, but it also offered the opportunity to repeat some 
parts as many times he wanted or even to highlight the most difficult contents to understand. 
As a result, the Khan Academy was founded. As Arnold-Gaza points (2014:8) “[K]han 
Academy, Coursera, TED talks, and even YouTube are online resources associated with the 
flipped classroom, providing access to recorded lectures, instructional videos, and sometimes 
other interactive elements for teaching and learning”.  
The first school in transforming the traditional classroom in an inverted one was the 
American Clintondale High School. According to Templin (2014) “[G]reen flipped every class 
at Clintondale, making it the first school in the nation to do so. Since then, the school has seen 
an increase in attendance, college acceptance and a fairly significant reduction in failure 
rates — from 35 percent to 10 percent in just two years”. By this means, it could be compared 
how The Flipped Classroom methodology was presenting a very positive transformation and 
how schools which previously had awful results improved considerately. (See annex I) 
The influence that the flipped classroom method has caused in the world is also reflected 
in the great number of articles, books and web pages which explain how the method is sustained 
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and how to develop it in the classroom. For instance, in Spain, Javier Tourón, Alicia Díez and 
Raúl Santiago are the authors of “The Flipped Classroom: Cómo convertir la escuela en un 
espacio de aprendizaje”. It must be mentioned that Raúl Santiago and Alicia Díez are both the 
coordinators of The Flipped Classroom website http://www.theflippedclassroom.es/  
2.3. THEORIES AND PEDAGOGICAL APPROACHES 
Once we know both the definition of The Flipped Classroom and its emergence, it is 
important to focus on the theories and pedagogical approaches the system is based.  
As Lowell Bishop and Verleger (2013:5) highlight, the flipped classroom is a model mostly 
based on Jean Piaget’s and Lev Vygotsky’s theories. Particularly, the principles of 
constructivism and collaborative learning derive from Piaget’s theory of cognitive conflict 
while Vygotsky sustains cooperative learning based on the zone of proximal development. 
According to Dr. Bada and Olusegun (2015:66),  
constructivism is an approach to teaching and learning based on the premise that cognition 
(learning) is the result of "mental construction." In other words, students learn by fitting new 
information together with what they already know. Constructivists believe that learning is 
affected by the context in which an idea is taught as well as by students' beliefs and attitudes. 
Constructivism is a learning theory found in psychology which explains how people might 
acquire knowledge and learn. It therefore has direct application to education. The theory suggests 
that humans construct knowledge and meaning from their experiences.  
Gupta and Sansawal (2017) point out that “[K]ey element of constructivist theory is that 
learners are not tabula rasa but they construct their new knowledge and understanding by testing 
ideas and approaches based on their prior knowledge and experience, applying them to new 
situations and integrating new knowledge gained with pre-existing intellectual constructs.” 
In that case, students learn by a collaborative learning when they need to investigate about 
a given topic. As Sharma and Gupta (2016:788) agree with Grabe & Grabe (1998),                      
“[I]t encourages students to learn through personal experiences along with other’s help and 
suitable learning material.” 
The assimilation theory of learning is a theory about the cognitive learning developed by 
David Ausubel in the 1960s. According to Seel (2012), “it is based on Piaget’s genetic 
epistemology and focuses on the assimilation hypothesis, which assumes that new learning 
experiences are always integrated into preexisting knowledge structures”. One of the central 
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concepts related to Ausubel’s theory is the one of meaningful learning. It maintains the idea 
that when students assimilate new information, they suffer a process in which previous ideas 
are englobed with new ones, modifying in some way his cognitive structure (Rhalmi, 2011). 
The assimilation theory is considered to be the base of didactic constructivism.  
Lev Semyonovich Vygotsky (1896-1934) centred his theory on cooperative learning. Li, 
M. P. & Lam, B. H. (2005) considered that “cooperative learning is a student-centered, 
instructor-facilitated instructional strategy in which a small group of students is responsible for 
its own learning and the learning of all group members. Students interact with each other in the 
same group to acquire and practice the elements of a subject matter in order to solve a problem, 
complete a task or achieve a goal.” 
In that way the students maximize both their own personal learning but also the learning 
of each member of the group. For that reason, the way in which people interact within the social 
and cultural environment is remarkable. In fact, the student is considered to be the centre on 
which the teaching-learning process depends, in a way in which the contents and information 
are learnt by themselves (Sharma and Gupta, 2016). 
The concept of the zone proximal development (ZPD) arises when talking about 
Vygotsky’s cooperative learning. According to McLeod (2019), “[T]he zone of proximal 
development refers to the difference between what a learner can do without help and what he 
or she can achieve with guidance and encouragement from a skilled partner.”  
 
Thus, McLeod (2019) refers to some components when moving throughout the zone of 
proximal development in order to achieve the learning process properly:  
 
- The presence of someone with knowledge and skills beyond that of the learner (a more 
knowledgeable other). 
- Social interactions with a skilful tutor that allow the learner to observe and practice their skills. 
- Scaffolding, or supportive activities provided by the educator, or more competent peer, to support 
the student as he or she is led through the ZPD. 
The essential elements that sustain the cooperative learning according to Johnson, Johnson 
and Holubec (1991) are:  
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 Positive Interdependence 
The members of the group are conscious that if they effort themselves individually they 
will obtain personal success, and it will benefit the entire group when sharing their knowledge. 
For that reason, they share their goals and agreements in order to be more beneficial.  
 Face-to-Face Promotive Interaction 
The members of the group share their own knowledge with the aim of teaching new 
concepts and information to the rest of the members of the group. In this way, the students help, 
share and encourage each other, increasing the possibility of achieving their objectives.  
 Individual Accountability 
The way in which each of the members works within the group is constantly evaluated. 
Students and the group know their evaluation in a way in which the responsibility of the group 
and even the personal one is tested. 
 Interpersonal and small group skills 
Teachers teach the students some skills in order to develop themselves. The way in which 
students develop these social skills contributes to the efficacy of the group. Some of these 
collaborative abilities could be leadership, decision-making, trust-building, communication, 
and conflict-management skills.  
 Group processing  
The students identify positive and negative aspects of the group, proposing reinforcement 
activities when needed. For that reason, the teacher should produce activities related to make 
the student think about this aspect in order to get better results. Teachers should provide them 
a feedback, advising them how their activities are going.  
2.4. METHODOLOGY  
 
The way in which the Flipped Classroom method develops the learning process fully 
transforms the traditional teaching model. In that case, and as Hamdan, McKnight, Arfstrom 
and McKnight (2013:4) point out, “[V]irtual class meetings, assignments, and lectures happen 
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online through a course management website usually, but not always, asynchronously”. So to 
say, the lessons are learnt out of the classroom, and homework and projects are taken during 
school hours with the help of the teachers in case of doubts. Students have to take teacher’s role 
while the teachers become just a guide in the teaching-learning process.  
 
In order to develop this method, teachers must create short videos explanations. Once the 
teachers incorporate the Flipped Classroom method in their lessons, they should establish a first 
contact with the students in a way in which they get use to this new teaching-learning process.  
 
For that reason, teachers must dedicate the first days trying to adapt the students to the 
flipped classroom method by explaining how lessons will be developed, how the students will 
work in and out school hours, how they will need to use new technologies and how their roles 
will completely change.  
 
The first step the teachers should carry out is to teach the students how to watch the videos 
properly. To watch the videos in class is a good option when trying to explain them how it 
works, especially the first days of the course. Teachers should show them how they will have 
the power to control the video: the power to watch them the times they want if they are in 
troubles when not understanding some concepts or information.  Students themselves pace their 
own rhythm and they must know this advantage.  
 
Once the group of students know how to work on the videos, the teacher should start 
carrying out the Flipped Classroom method. Afterwards, it is the moment to ask them to watch 
videos as homework and do activities in class.  
 
Once these videos are accessible to the students, they should watch and try to understand 
the explanations in an independent way at home and they should write down their doubts in 
order to ask the teacher the next day in class.  
 
As Persky and McLaughlin (2017) argue, “[P]roviding students with key foundational 
content prior to class enables students to engage with content at their own pace, controlling 
when and how much content they view.” 
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The next day, once students are in class with the teacher they should demonstrate they 
understood what they previously watched at home by making some activities. In that way, the 
teacher makes sure that all the information has been understood. If students watched the video 
but they did not understand the explanation, he or she should ask the teacher in class to re-
explain the lesson.    
 
The way in which teaching is transmitted from this perspective allows the pupils the choice 
of personalising and adapting the learning process to his or her own rhythm. Likewise, Güvenç 
(2018:421) highlights, “this flipped classroom approach not only helps students learn course 
content out of the class, but also allocates class time for interactive activities, by inverting the 
conventional teaching mode and engaging learners in hands on practices via group work.” 
 
By this means, classes are considered to be the central point around which students start or 
stop their learning process. By this means, the involvement of the students will increase but 
also does their mental state when taking part of an active behaviour instead of the passive and 
bored one.  According to Jensen, Kummer and Godoy (2015) assume with Hake (1998) that 
“students taught using active strategies learned twice as much as students taught using a direct 
instruction approach.”  
 
Although the incorporation of new technologies is not the most prominent thing when 
referring to the new method, it is remarkable the way in which ITCs takes a crucial role in order 
to transmit the contents from the teachers to the students. However, what is crucial when 
developing a new learning strategy is not the fact that new technologies are introduced but how 
the methodological model has been transformed.  
 
2.5. GAMIFICATION 
 
As Alsawaier (2017) states, “[G]amification is the application of game features, mainly 
video game elements, into non-game context for the purpose of promoting motivation and 
engagement in learning.” 
 
In the last decades, the concept of gamification has acquired a huge popularity, especially 
in educative environments. Buck (2017) agrees with Karl Kapp (2012) that, “[G]amified 
learning can, and is, difficult, challenging, and stressful. Well-designed games help learners 
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acquire skills, knowledge, and abilities in short, concentrated periods of time with high retention 
rates and effective recall. Do not think of games for learning in the same way as you think of 
games for children. Gamification is а serious approach to accelerating the experience curve of 
the learning, teaching complex subjects, and systems thinking.” 
 
However, in order for gamification to obtain the intended desires some elements should be 
included. These elements have been classified into three different categories (mechanical, 
personal and emotional) according to Oxford Analytica (2016). (See annex II). 
 
As Oxford Analytica (2016:4-5) points out, “these categories include how game elements 
can trigger greater engagement through their internal design, how they foster student 
engagement, and – ultimately – creating an environment of intense focus that stimulates 
learning and retention of information.” 
 
MECHANICAL:  
 
 Incremental progression system: goals, challenges, and quests 
 
There are so many games which are composed of levels, throughout which the student 
progresses even achieve those ones of superior levels known as challenges. In that way, games 
try the student to make a greater effort when trying to obtain the goal when increasing their 
knowledge into the subject. In some cases, they even obtain a reward.  
 
 Badges 
 
Badges can be given to those students who achieve a certain level of competence or 
knowledge in order to reflect their achievements.  It is used to increase student’s motivation 
when they progress. 
 
 Onboarding and increasing accessibility 
 
The first time the student interacts with a game is understood as onboarding. Most of the 
time, before games start, there is a tutorial which guides the players, explaining how the game 
is going to work. If there is no previous explanation, the first levels will be easier and explicative 
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in order to make the student understand how it works. It offers an advantage to the teacher as 
he or she does not have to explain how the activity should be done.  
 
 Instant feedback 
 
The way in which teachers give a feedback to the students once they carry out the activities 
shows them if their answers are good enough or not. It seems a positive fact because, at the 
same moment they do their tasks, the students are able to know what they did correctly and 
what mistakes they had. In other words, they would be able to know what they already 
understood and what they have to learn.   
 
PERSONAL:  
 
 Visible status: avatars  
 
Scholarly achievements are portrayed in the personal profile of each student. This personal 
profile contains the username and even an image of the themselves or an avatar in order to 
differentiate each student.  
 
 Collective responsibility  
 
Group activities are designed for encouraging the students to continue with their learning 
process.  
 
 Leaderboards or rankings 
The fact that students surpass certain levels or tests according their learned content allows 
them to obtain points and, thus, take a position into a ranking. To show the way in which 
students are classified is not beneficial at all, just because those who take a low position can 
discourage themselves and finally abandon. However, and in order to solve this problem, a good 
thing should be to show the first fifteen people who present better results and to avoid to show 
those with worse results.  
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EMOTIONAL:  
 
To take students to the “flow” mental state. It means that the student should completely be 
immersed in the task he or she has to do. The concept was pioneered by a psychology professor 
called Mihaly Csikszentmihalyi. In the article Oxford Analytica (2016), the professor 
established three conditions in order for the flow to take place:  
 
-A clear goal, or set of goals. This adds structure and direction to the task. 
- Clear and immediate feedback. This helps people adjust their performance to meet any 
changing demands.  
-Balance between challenge and skill. For flow to be achieved, a person must consider the 
challenge level to be appropriate – they can neither be bored nor anxious. 
By using gamification, the students will interiorize the new knowledge and topics in an 
amusing way. In other words, they will experience a positive experience benefitting themselves 
all the time. The commitment the students has to take is increased but also does the way where 
they are motivated and their self-improvement feeling. As Holloway states (2018) “[G]ames, 
in any form, increase motivation through engagement”. In that way, students will be connected 
to contents in a higher way. Moreover, gamification could be understood as a tool that pretends 
to decrease bored students when they attend classes.  
The most remarkable aspect to consider when analysing gamification is how the students 
strive to obtain the best results. In fact, to obtain the highest score is the student’s worry and 
motivation. They strive to obtain some reward in return, without being aware of the enormous 
reward they are obtaining by doing this, to increase their own learning.   
2.6. PILLARS OF THE FLIPPED CLASSROOM 
 
Flipped Classroom leaders point out that there is a great difference between the concepts 
of flipped learning and the one of the flipped classroom. In addition, there are many people who 
confused them or they even associate both of them to only one. In fact, the fact of flipping a 
classroom does not imply a flipped learning. There exist many teachers that want their students 
to see videos or lectures as homework to work on them out of class, but it does not mean that a 
flipped learning is taking place. Teachers should incorporate some fundamental pillars in order 
for a flipped learning to develop properly (Lynch, 2015). 
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As The Flipped Learning Network (2014) states, 
 
Flipped Learning is a pedagogical approach in which direct instruction moves from the group learning 
space to the individual learning space, and the resulting group space is transformed into a dynamic, 
interactive learning environment where the educator guides students as they apply concepts and engage 
creatively in the subject matter.  
 
The pillars of the flipped learning according to Lynch (2015) are four (See Annex III): 
 
 Flexible Environment 
It is remarkable to point out that following the Flipped Classroom method allows the 
students the flexibility to develop their knowledge depending on themselves: they are able to 
decide when and where they want to learn. Moreover, teachers are not so exigent either with 
their students learning or evaluation due to because the model allows them to learn in different 
and personal way.  
 Learning Culture 
When students attend their classes, they work on the subjects in a deeper way, enriching 
their knowledge. Students are more interested in constructing their knowledge in a way in which 
they participate and evaluate their meaningful personal learning. 
 Intentional Content 
Teachers must decide what they want to teach their students and, as such, the correct 
materials to provide them the lessons. The lessons should be characterised by the incorporation 
of intentional contents in order to maximise in-class time, increasing active learning strategies 
by the students’ side depending on the grade level and subject matter being analysed.  
 Professional Educator 
The way in which the professional educator influences the Flipped Classroom methodology 
is even higher than in the traditional one. During school time, they should observe and provide 
the feedback to those students who require the most according to their needs. It might seem that 
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professional educators work less within the Flipped Classroom method taking into account the 
traditional teacher-student roles; in fact, it is completely the opposite and they remain being an 
essential factor in order for learning to take place successfully.  
2.7. TEACHER AND STUDENT’S ROLES  
 
Basal (2015:30) mentions that, “flipped classrooms may eliminate the ineffectiveness of 
face-to-face lessons and support lectures with the use of technology”. In that way, the teacher 
does not have the function of explaining the lesson on the blackboard opposite their students 
during an hour. Instead, he should organise small groups of students at the same time, observing 
and taking into account those who need special attentions due to their difficulties in order to 
understand new contents. In that way, teachers should firstly organise their videos, the ones 
which should have intentional content to develop them later in a structured class. In other words, 
teachers should develop active strategies in order to develop the students’ learning.  
 
From that aspect, the capacities of the students will keep acquiring reflexive, critic and 
participative competences. As Evseeva and Solozhenko (2015:207) highlight, “[M]oreover, 
students are becoming involved in practical activities in the classroom, but not in monotonous 
taking notes of the teacher’s lecture or explanations of theoretical material.” 
 
By this way, a change in the class dynamic is produced. The objectives of education will 
be taken once they become conscious and responsible of their own learning. In other words, the 
students should learn by discovering and not by induction. According to Evseeva and 
Solozhenko (2015:206), “[T]he comparison showed that in the flipped classroom much more 
time is devoted to practical activities instead of studying the theoretical material”.  
 
 Bergmann and Sams (2012:74) denote that in traditional classes,  
 
you see the teacher standing in front of students, probably with a PowerPoint lesson, maybe even 
on an interactive whiteboard, talking to the students. Sadly, it is the teacher’s brain that is 
working the hardest, and thus growing, while the student’s brains are much less active as they 
sit passively.  
The flipped-mastery classroom looks significantly different. Students are engaged in a variety of 
activities: taking assessments, watching video on a portable device, discussing a topic with their 
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teacher, engaging hands-on activities, and working in small learning groups. Whose brain is now 
working? Clearly, it is the brains of the students.  
 
2.8. BLOOM’S TAXONOMY  
 
In 1948, the psychologist Benjamin Bloom and his collaborators (Englehart, Furst, Hill, 
and Krathwohl) idealized a categorization (taxonomy) which allowed classifying the objectives 
of the learning process according to some levels. They pointed out that this taxonomy contains 
three different domains: the cognitive, the affective and the psychomotor (Truschel and 
Deming, 1900-1993). As Adams points out (2015), “[B]loom’s taxonomy focuses on cognitive 
learning skills rather than psychomotor or affective skills.” 
 
The first work focused on the cognitive area finished in 1956 and it is commonly known 
as Bloom’s Taxonomy. According to Adams (2015), “Bloom’s taxonomy contains six 
categories of cognitive skills ranging from lower-order skills that require less cognitive 
processing to higher-order skills that require deeper learning and a greater degree of cognitive 
processing.” 
 
The six categories are categorised as follows: knowledge, comprehension, application 
analysis, synthesis, and evaluation (Truschel and Deming, 1900-1993). (See annex IV, Figure 
1). 
 
One of the most salient feature is that of the hierarchical structure, pointing that the fact 
that superior levels are constructed depending on the acquisition of knowledge and abilities of 
the inferior levels. The aim of this hierarchical structure is to differentiate between the simple 
and the complex contents, between the superficial knowledge and the complex one.  
 
Teachers must follow this categorization when organizing their lesson. In other words, they 
should make the effort to create a program that starts by the simplest levels and ascends to the 
highest ones progressively.  
 
During the latter years of the 21st century, Anderson and a group of cognitivist 
psychologists thought that new times were arriving and that Bloom’s taxonomy was not adapted 
to new times. For that reason, they consider a revaluation as a necessity in order to adapt it to 
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the 21st century. As a result, the Revised Bloom’s Taxonomy arose. In this revised edition, the 
categories are divided in a different way.   
 
According to Adams (2015) and in comparison to the first research, “[I]n this later version, 
the levels are remember, understand, apply, analyze, evaluate, and create. (See annex IV, 
Figure 2). Güveç (2018:424) analyses the levels of the taxonomy in the following way,  
 
(1) Remembering: the first step consists in the way in which students retrieve previous  
learned information present in their minds.   
(2) Understanding: students should comprehend the literal meaning, interpret it and          
summarize the explanations and information of the task.  
(3) Applying: students connect their background knowledge to real life situations.  
(4) Analysing: students analyse the materials by questioning what happened and by  
analysing the information into parts when using their critical thinking.  
(5) Evaluating: students defend their opinions by stablishing judgements based on the 
validity or falseness of both ideas and learning process. Afterwards, they interpret and 
justify them. 
 (6) Creating: students are able to propose alternative solutions.  
 
Adams (2015) indicates that,  
 
The taxonomy is useful in two important ways. First, use of the taxonomy encourages instructors 
to think of learning objectives in behavioral terms to consider what the learner can do as a result 
of the instruction. A learning objective written using action verbs will indicate the best method 
of assessing the skills and knowledge taught. Lists of action verbs that are appropriate for 
learning objectives at each level of Bloom’s taxonomy are widely available on the Internet. 
Second, considering learning goals in light of Bloom’s taxonomy highlights the need for 
including learning objectives that require higher levels of cognitive skills that lead to deeper 
learning and transfer of knowledge and skills to a greater variety of tasks and contexts. 
 
The most remarkable fact when applying this taxonomy is how the students has to work on 
the subject prior coming to class, thus exercising aspects of their personal development different 
to the ones developed in school hours. When students work at home, they develop the first three 
levels of the taxonomy (remember, understand and apply) while in class they expand their 
capacities of analyse, evaluate and create.  
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The fact that the teachers support themselves in the taxonomy allow them to establish some 
specific benefits depending on which level they want to promote and even a programmed class 
in which students start in the basic level and achieve the upper ones. This structure seems 
necessary in the Flipped Classroom method because students exceed some levels to their own 
rhythms.   
 
As previously pointed, the Bloom’s revised taxonomy arose as a reaction to the new times. 
For that reason, and as Pilgreen (2011) highlights, there exist numerous applications in order to 
develop each level of the taxonomy in order to adapt to modern times. In that way, the 
possibility of increasing the teacher’s range of resources increases since they could work each 
level according to some specific tools. (See annex V).  
 
2.9. BENEFITS   
 
The Flipped Classroom method has gained a huge popularity over the last years. Some of 
the reason that explain its great impact could be the amount of advantages and benefits the 
method presents, making it an efficient resource.  
 
Some advantages according to Güvenç (2015:423) are: 
 
→ School hours are more efficient and creative.   
→ Students change their roles in the learning process when transforming   
themselves from passive listeners to active learners.   
→ Inspire and motivate the students to prepare their lessons for the next 
class.  
→ Teachers have more control of their students, especially to those students 
with difficulties and it offers them to adapt their learning styles.  
→ To increase students’ interest, achievement and engagement.   
→ Use technology in order to obtain better experiences 
→ To adapt themselves to new 21st-century ways of learning. 
→ To increase students’ responsibility in the learning process  
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Moreover, there are so many authors who sustain benefits when talking about the 
application of the Flipped Classroom method. Bergmann and Sams make reference to how to 
increase interaction of both teachers to student and student to student by flipping a class. They 
highlight that “since the role of the teacher has changed from presenter of content to learning 
coach, we spend our time talking to kids.  We are answering questions, working with small 
groups, and guiding the learning of each student individually.” (Bergmann and Sams, 2012:2). 
 
In Basal’s article (2015:31-32), numerous students remark their opinion about the Flipped 
Classroom method when introducing it to an English Language Teaching (ELT) lessons. 
 
- The other benefit of the videos is that unlike the class times, we may replay the video 
whenever we need and we may get the information that we missed before by watching the 
video again and again. (Participant 11).  
- Watching the videos or reading the articles about the lesson beforehand gives us 
foreknowledge about what we are going to study in the lesson. (Participant 24). 
- Our learning shouldn't be limited to class time only. (Participant 5). 
- When we know the topic and learn something about it, we participate in class much more. 
(Participant 18). 
 
It is remarkable that most of the students of this survey point out positive experiences once 
they tried the method. Many others studies reflect positive experiences by the student’s 
perspective, what makes us think about the great impact the flipped classroom method has 
caused.  
 
2.10. POSSIBLE PROBLEMS AND SOLUTIONS 
 
The way in which the flipped classroom method presents an extreme popularity is due, in 
most cases, to the great amount of advantages it presents in student’s results (as previously 
analysed). On the other hand, and although it is understood to be a positive method, there are 
many disadvantages that cause problems and it is important to consider them in order to offer 
solutions.  
 
The fact that the Flipped Classroom method has been developed in the 21st century 
supposes a great revolution when teaching because it is a completely new way different to the 
traditional one and this can generate a great problem. Student’s parents are not used to learning 
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by following a method based on technologies but a traditional one. For that reason, the 
technological incorporation can cause their disagreement when presenting them to their 
children’s teaching-learning process. In that case, teachers should summon informative 
meetings with the parents to show them how classes will be developed incorporating the new 
technology. In that way, the teacher will portray the parents the benefits of technologies and 
how by this means they will benefit the students at all times. In those meetings, the teacher 
should also inform parents about what applications should be used, what types of activities will 
be developed and how their children will be assessed.  
 
Another great problem is that not all students have the possibility of developing this 
methodology, because they do not have computers in their houses. On the contrary, nowadays 
it seems obvious that all parents have a telephone. The solution will be to facilitate them the 
access to those telephones during study hours in order to give them the opportunity to access 
and see the videos.  Schools can offer another solution by opening a classroom in the afternoons 
and providing the students the possibility of using a computer to develop the activities. 
Moreover, public libraries have computers with Wi-Fi accessible to all and students can go 
there to use them.  
 
The fact that some students do not see the videos lessons recorded by their teachers in their 
houses just because they are not interested in the subject lessons or even because they are not 
interested in studying is a great problem. It does not allow the complete development of the 
class, because each student should take a different rhythm and the effectiveness of the 
classroom will be void. In that case, the teachers could incorporate special rewards with the aim 
of giving the students an extra motivation in order to call their attention and to engage them in 
the learning environment.  
 
Another problem that arise from this method is what teachers should do with those students 
who have not got Internet access in their houses. There are numerous solutions, such as going 
to public libraries with a free Wi-Fi access. On the other hand, in these special cases the teacher 
could record the lessons or the audios in a USB or even in a DVD, letting the contents available 
to all students in that way. 
 
The fact that teachers are interested in the development of this new method implies that 
they know how it works perfectly and how to put it into practice. Many teachers are not 
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familiarized with the use of new technologies and when they try to develop this methodology, 
it turns out to be a complete failure. In this case, before introducing the technique, the teacher 
must be fully aware that he or she knows how ITCs work. 
 
By trying to avoid the situations described above and by trying to create a good atmosphere 
the success of the flipped classroom method is almost achieved.   
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3. THE EDUCATIONAL VIDEO AS A MAIN RESOURCE  
 
The presence of some strategies seems to be necessary when a teacher tries to add the 
Flipped Classroom method to their classroom. In relation to these strategies, the so-called video 
or podcast is the most used, the teacher him/herself being the one who record his or her lessons 
in order to provide them to their students.  Teachers can even use an existent video in the web 
as long as it contains the same or part of the information of the lessons the teacher is going to 
teach. 
 
One of the most challenges the teacher is faced is to decide the appropriate videos for their 
students to watch. According to this, some characteristics must be present in the recordings. 
Some of them are the design of the videos, its characteristics, the way in which students will 
see them and its creation. 
 
3.1. ELABORATION OF THE VIDEOS 
 
The moment when teachers create their videos is understood to be a difficult moment due 
to the complexity involved in making video lessons. The first times, the videos will not be good 
enough but experience will offer teachers the opportunity to improve them.  
 
However, teachers can also use existent videos in order to flip a classroom when they do 
not have much experience at all creating videos or when they do not have enough time.  
 
Taking into account what has been previously said, if teachers decide to create their own 
personal videos, it is important that they take into account some steps to obtain better results. 
According to Bergmann and Sams (2012: 41-43), “[W]hen we make our videos, there are four 
stages: planning the lesson, recording the video, editing the video, and then publishing the 
video”. 
 
1. Planning the lesson.  
 
The first thing teachers must consider is what objectives they pretend to obtain when they 
teach a lesson and decide if the video is the correct tool to obtain these objectives or not.  
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2. Recording the video.  
 
Once teachers decide to use videos in order to transmit their lessons they should sit in front 
of their computer or interactive whiteboard and record their lessons by using a webcam, 
microphone, document camera or even a writing device. In that way, teachers will explain the 
lesson to non-existent students, offering them the possibility of repeating the videos so many 
times as they need in order to create the perfect video which offers a fully understanding to the 
students.  
 
Some teachers feel more comfortable when basing themselves on a script or outline but it 
is not recommended. To use a script could be understood as if the teacher does not know the 
contents completely. Moreover, by using the script the videos can hinder teachers’ creativity 
and naturalness. 
 
3. Editing the video.  
 
Teachers can decide to edit or not their videos. The fact that teachers can edit their videos 
allow them to delete mistakes and in order to avoid recording a new one. Moreover, the edition 
of videos gives teachers the opportunity to incorporate elements that call the students’ attention 
when trying to highlight the most important concepts of the lesson. Teachers can also edit their 
videos by including notes, questions and sounds working out well for students’ comprehension.   
 
4. Publishing the video. 
 
When all the videos are recorded teachers must upload them to the virtual websites in order 
to make them available to all the students.   
 
3.2. CHARACTERISTICS OF THE VIDEO   
 
At the moment of creating the videos that the students will later watch, it is necessary to 
include some characteristics to transmit the content in the most efficient way. Bergmann and 
Sams (2012:44-47) refer to some of them: 
 
 
24 
 
 Keep it short.  
 
The way in which nowadays students are so used to applications such as YouTube forces 
teachers to be alert; for example, their videos can be boring if they are extremely long. In fact, 
the recommended length of the videos is 15 minutes approximately in order to make sure that 
the students are interested during the lessons.   
 
 Animate your voice.  
 
The way in which teachers change their voice’s inflection can generate positive 
consequences when students watch the video lessons. By altering teachers’ voice, videos turn 
out to be more interesting. Bergmann and Sams (2012) exemplify themselves when pointing to 
the changes they do when altering their voice in their recording videos. They take Russian, 
French, Italian, Scottish, German accents to make their videos more amusing in some way.  
 
 Create the video with another teacher.  
 
Those videos created by two voices are more profitable than one because students learn in 
a better way. One teacher takes the student’s role while the other one explains the lesson. By 
this way, the dialogue helps the students to understand the materials.  
 
 Add humor.  
 
The way in which jokes are introduced into videos has a positive consequence. This makes 
students learn more pleasantly. Jokes not always have positive effects on the students, just 
because each student has a different sense of humour. Those who does not like jokes will see 
the videos as something boring and will not be motivated. On the other hand, those students 
who understand the teacher’s humour will tune in. So to say, if teachers make an effort to make 
create funny videos, students will work with more motivation, thus reaching their didactic 
purpose.     
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  Don’t waste your students’ time.  
 
Teachers must explain the contents of the lessons without beating around the bush but 
going directly to the subject. They must be conscious that students are spending their time trying 
to learn but not for watching unnecessary information. For instance, there are teachers who 
takes 5 minutes talking about their favourite football team. It is obvious it is not relevant in the 
explanations so teachers must avoid to include this type of information when producing their 
videos. Thus, the videos should not be extended when there is no need; once the fundamental 
parts of the lesson have been explained, the video must end regardless of its duration. 
 
 Add annotations.  
 
Teachers can edit their videos and add annotations as if they were a whiteboard full of 
pictures. In a chemistry class, teachers usually have to write on a digital chalkboard.  For 
example, chemical problems should be solved by writing and, for that reason, writing on digital 
screens contributed to the emergence of the flipped Classroom method. Classroom will not be 
possible if annotations had not been available.  
 
 Add callouts.  
 
A good element that can be introduced by the teachers when editing are callouts, a text box 
or a special shape object that is presented in the video for some minutes and then it disappears. 
The aim of introducing callouts is to calls the students’ attention to the most remarkable points 
of the lessons. Videos can also incorporate callouts in order to highlight the steps the students 
have to follow.  
 
 Zoom in and out. 
 
In the editing process, teachers can select the most important one by zooming parts of the 
screen. In that way, students will not see the entire screen but the most remarkable aspects 
increasing their comprehension. Bergmann and Sams (2012) sustains that when students face a 
mathematical problem, the zoom applies especially to the calculator and focus on it all the 
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attention. The aim is not just to focus on a specific part of the lesson but to makes the students 
focus better. 
  
 Keep it copyright friendly 
 
If the videos the teachers use have been previously published by other authors, they have 
to take into account the copyright laws in order to avoid infringing this right. 
 
Apart of the characteristics described by Bergmann and Sams, there are many others. For 
instance, it is extremely important when recording the lessons to offer videos in good quality. 
If a video is not recorded with a good program, problems such as the inability to listen to the 
videos because of its bad audios. Teachers should avoid bad recordings in all cases. If you do 
not correct these problems, then the method can fail.  
 
3.3.APPLICATIONS AND RESOURCES 
 
Technologies and the use of online resources are the most remarkable factors that 
contribute to the development of the Flipped Classroom model.  
 
Teachers use applications that greatly allow them to edit their videos and to adapt them 
according to their needs and desires. For instance, some tools instructors used when elaborating 
their videos are Panopto, Movenote, iMovie, Genially, Educanon, The Mad Video, and 
Powtoon. By creating their videos with special resources, teachers make them more interactive 
and interesting, in most of the cases increasing the students’ motivation, which seems to be the 
first main objective.  
 
There are many other tools that schematise structures in order for students to visualize the 
explanations in a more abstract way. In that sense, conceptual maps applications are used. Some 
of the resources that include this option are bubbl.us, mindmeister and Xmind. 
 
Once the teachers have created and edited their videos, they should upload them to the 
webpages in order to make them available to their students. Those pages which do not require 
paying when accessing are the best ones to upload the videos. For instance, the Khan Academy, 
YouTube Edu, Vimeo or TED-ED are highlighted.  
27 
 
In the Flipped Classroom method, it is not only important how teachers use applications to 
teach their lesson online, but they also need to use applications to check if the students 
understood the lessons or not.  
 
Just after they watch the videos, some activities or questionnaires should be done, allowing 
the teacher the possibility of knowing if the information has been fully understood or not. Most 
resources used by teachers when checking the students’ understanding are Quizlet, Formative, 
Gnowledge, Nearpod, Socrative, EdPuzzle, kahoot and Playposit. If the results obtained in these 
activities or tests are not good enough, teachers should re-explain the lessons.  
 
3.4.EDPUZZLE 
 
Edpuzzle is an online video tool that allows teachers to create and edit their video 
explanations. This platform also offers the option of modifying existent videos in order to make 
them adequate enough for the teachers’ lessons. One of the advantages Edpuzzle offers is that 
it is a free resource and neither teachers nor students have to pay for using it: everyone has the 
option of accessing the resource whenever they are at any time.  The only thing they need to 
take into account is that they need to be connected to Wi-Fi in order to have Internet access.   
 
The application was developed to create video lessons in order to make some pedagogical 
methodologies (such as the Flipped Classroom) easier. For that reason, the way in which videos 
include explicative audios and clarifying notes are remarkable. This application allows the 
teachers to incorporate questions or quizzes in their videos in relation to what has been 
previously explained to check if the students understood or not the explanations offering them 
an instant feedback. By this means, the application also offers the teacher to make a monitoring 
of their students’ progress or regression.  
To start with, the first thing teachers have to take into account when trying to use this 
method is to decide which video they are going to provide to their students. In that case, I 
decided to use the resource called Powtoon to make an interactive exciting video lesson about 
the comparison of adjectives in English. (See annex VI). Moreover, I took up the teacher’s role 
but I also created two different students’ roles: Lucy Morrison and Peter Brown. By this way I 
am going to present how Edpuzzle functions, from both the teacher’s and the student’s 
perspective.  
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The first thing I did was to take up the teacher’s role and upload the video to Edpuzzle. 
Once the video is uploaded, teachers could edit the video and even include some questions in 
order to check the students’ comprehension. In this case, I add two different questions: one 
question is open-ended and the other is a multiple-choice question. (See Annex VII). 
Once everything is prepared, the teacher should provide the students a class code, in order 
to join a specific class and access the contents. (See annex VIII). 
Now, it is student’s turn. When they arrive home, they must visualize the videos and answer 
the questions in it. There exists the possibility of re-watching the videos if they answer in an 
incorrect way to clarify the misunderstandings.  
The students are the ones who are going to guide their own learning at home, they can try 
to avoid watching the entire video and just going directly to the questions in order to finish their 
tasks as soon as possible. When the students try to advance the video lesson to the question, the 
video appears as being locked in a way in which students should watch the video totally if they 
want to answer the questions proposed. It is necessary and recommended to watch all the 
explanations in order to understand the concepts in a better way.  
 
On the other hand, there is also a possibility for the teachers to check if the students do the 
activities and they watch the entire video, or whether they leave it once they answer the 
questions. This is possible because the name of the students in the classroom appears in an 
assignment progress table.  
 
In that graphic, teachers can see the score of each student when answering the questions 
but also their progress and if they watched the video completely to the end or if they stopped 
watching the video once they made the activities. Moreover, teachers can also see when was 
the last time the students watched the video and how many times they spent watching it. 
Teachers can see their students’ progress and they can also see which student answered badly 
and which is the question he or she did not understand. (See annex IX).  
 
In wrong answers teachers can double click in order to see what was the answer of the 
students. In that case, teachers can offer a feedback to the students.  
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The advantage Edpuzzle offers is that the teacher can control the progress of each student 
in a more personal way. In other words, Edpuzzle offers the teachers the possibility of analysing 
their students in a better way, pointing and highlighting their needs and special attentions.   
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4. EVALUATION 
The evaluation of the contents is a crucial element in all the learning process because it is 
needed in order to let the teachers know how to work with the students but, at the same time, 
how to enrich the students’ knowledge. 
The way in which teachers introduce the Flipped Classroom method leads them to 
incorporate a new way of evaluating the students. It is impossible to change the way of teaching 
and not the way in which teachers evaluate the students. So to say, the traditional method of 
evaluating the students only with a final test cannot be carried out with the Flipped Classroom 
method.  
The new way of evaluating should take into account that students are working during all 
the year and they do not only make an effort some weeks in order to pass an exam. For that 
reason, teachers should incorporate some evaluation criteria to evaluate the students according 
to a continuous learning process.  
Those students who spend their time making activities throughout the year deserve to be 
evaluated for their work. One of the better advantages the Flipped Classroom method contains 
is the way in which students can obtain an immediate feedback when making the online 
activities. Kapp (2012) highlights, “feedback is a critical element in learning. The more frequent 
and targeted the feedback, the more effective the learning".  
In that way, teachers will evaluate if the students understood or not the lessons and which 
one needs more attention. As Bergmann and Sams (2012:87) sustains,  
It is the responsibility of the teacher to constantly evaluate each student’s path and provide 
immediate feedback that will keep the student traveling safely through the highways of learning. 
Ultimately, the key questions are always, Did you learn it? And if you did, can you provide evidence 
that you have? However, part of good teaching is knowing where the student is along the journey, 
not just checking to see if they arrived safely. 
4.1. EVALUATION RUBRICS  
According to Blum (2016),  
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A rubric is a scoring tool that explicitly represents the performance expectations for an assignment or 
piece of work. A rubric divides the assigned work into component parts and provides clear descriptions 
of the characteristics of the work associated with e ach component, at varying levels of mastery.  
In other words, establishing rubrics can be useful in order to determine the achieved 
knowledge of each student and this is because rubrics are understood to be both evaluating and 
formative tools that improve students learning.  
Rubrics must contain the expected objectives and the criteria for their achievement. In that 
way, students see from the beginning how they will be tested and how much effort they should 
make in order to obtain a good mark.  
There are numerous applications that allow the teachers to create rubrics tables in order to 
organise them in a better way. For instance, Additio is a tool which teachers incorporate in order 
to organise the notes of each student but also allow them to create rubric patterns.  
4.1.1. COMPONENTS 
Rubric tables should be composed by three different elements: the first element are the 
indicators or the aspects the teachers evaluate from the students. It is usually located in the left 
column. Another element is the line on the top, which offers the possibility of classifying the 
capacities into different sections: unacceptable, below average, acceptable, above average, 
exemplary. Just below each part there must be a brief description pointing out which part is 
analysed in the competence and what teachers will consider in order to analyse. (See annex X). 
4.1.2. ADVANTAGES 
Karkehabadi (2013:12) agrees with Suskie (2009) that the way in which teachers employ 
rubric criteria presents many advantages. Some of these them are:  
→ Rubrics help measure higher-order skills or evaluate complex tasks.                                                              
→Rubrics help clarify vague, fuzzy goals.                                                                                                 
→ Rubrics help students understand your expectations.                                            
→ Rubrics help students self-improve.                             
→ Rubrics can inspire better student performance.                                        
→ Rubrics improve feedback to students.                                                        
→ Rubrics make scoring easier and faster.                                                        
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→ Rubrics make scoring more accurate, unbiased, and consistent.                               
→ Rubrics reduce arguments with students.                                     
→ Rubrics improve feedback to faculty and staff.  
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5. CONCLUSION 
The incorporation of the Flipped Classroom method in the area of the educative system 
invites us to think about how technology affects our lives. Fifty years ago, people could not 
imagine the great technological progress there exists nowadays, even less the way in which 
human being will adapt themselves to the change in a short period of time.  
The fact is that in the past, teachers could not imagine that the 21st century would be 
characterised by being the technological era, not even that the technologies will change the 
traditional dynamics of teaching in order to adapt itself to actual new times, transforming in 
some way the cultural and social paradigm.  
For this reason, it is remarkable to highlight that there are more and more children using 
the new technologies. Accordingly, teachers should incorporate them in their classrooms trying 
to encourage the students’ educative development. In other words, the flipped classroom 
method arises as an adaptation of the education to new times.  
The way in which new technologies are used in the method fully contradicts the belief that 
new technologies have originated an estrangement between people. On the other hand, the 
flipped classroom method does not mean to keep the student away, but to involve them in a 
group learning in which each one helps the other and they take advantage of the education by 
constructing the transmission of social and mora values. 
In that case, the method is used with the aim of inciting the interaction between the students 
and trying to develop their personal competences. The real fact is that the efficiency of the 
education is proportional to the involvement the students present and it depends on whether 
they take advantage or not of the resources at their disposal.  
Taking into account what has been previously analysed, it should be said that these are the 
reasons why technologies are presented as being beneficial in the educative field, in a way in 
which an educative change is produced as a consequence of the digital competence.  
From my own point of view, I think that the incorporation of new technologies in classroom 
and the introduction of the method such as the Flipped Classroom is very beneficial to all the 
students. As a student I could appreciate how throughout interactive resources I learnt in a better 
way what I did not understand in classroom. Also, by using different mobile applications I could 
34 
 
increase my level of English vocabulary and grammar in an amusing way. In that sense, I think 
students learn without being aware they are increasing their knowledge and without taking into 
account they have to learn a new subject and see it as a responsibility.  
As Einstein remarks in the Editorial Staff’s article (2018), “[N]ever consider study as an 
obligation, but as the opportunity to penetrate the beautiful and wonderful world of knowledge."   
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Annex III: Pillars of the Flipped Learning3 
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Annex IV: Bloom’s Taxonomy Pyramid & Revised Edition4 
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Annex V: Bloom’s Digital Taxonomy5 
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Annex VII: Open-ended & Multiple Choice Questions Examples 
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Annex VIII: Class Code Edpuzzle App 
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Annex IX: Student’s Progress in Edpuzzle App 
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Annex X: Rubric Example  6 
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